Introduction

This manual

This manual shows you all that you need to know in order to create great maps quickly and easily. The first chapter “basics” is full of essential information about the CM screen and telling CM what to do. The remaining chapters contain short tutorials that show you how to accomplish specific mapping tasks. If you complete the tutorials in the order they are given, you will build a map in the recommended order.

Other sources of information

The manual is your introduction to CM and the best place to start. You can also get detailed information from:

CM’s Interface Guide. This is the drawing you see the first time you start CM. It shows you the names of all the icons, and summarizes CM’s controls. I suggest you print the Interface Guide for easy reference.

CM’s Help System. At any time you can get in-depth information on every command by pressing the F1 key, or selecting Help from CM’s Help menu. Browse under the help system’s “Contents” tab and you will find help divided into logical categories.

Documentation on Disk. The very latest version of this manual and tutorial is available on the Core Rules II CD-ROM in the directory “CM\Documents”.

The Campaign Mapper mail-list. This is a very active list, run by gamers, to help new users and discuss all things map related. To subscribe, follow the instructions at the ProFantasy Software web site, www.profantasy.com
Chapter 1 - Basics

This chapter is full of information about the CM screen and telling CM what to do. It is essential reading!

The CM Screen
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Command Line - This is very important because it tells you what CM needs next and allows you to type in commands and numeric values.

Icon Bars - Contain CM’s most frequently used mapping tools. To find out what an icon does, rest the pointer over it and its name will pop up. There is also a clickable guide to the icon bars in CM’s Help System.

Symbol Catalog – Shows the contents of the current symbol catalog. Use the scroll bar to move up and down the catalog. Click the Catalog Button to change catalogs.

Status Bar - Displays the cursor position, active layer, line width, line style and fill-style. You can change these settings by clicking on them.

Button Bar – Turns each of CM’s drawing aids on or off. Right click on a button to change its associated properties.

Menu Bar – Contains CM’s complete set of tools and commands, divided by function. Where a menu item also names a hot-key, e.g. CTRL-S, that is an alternative method of using the command.

Telling CM what to do

Starting Commands

To start a new command, for example “copy”, you can either

· click the command’s icon;

· select it from the menu;

· for some commands, use a hot-key (e.g. CTRL-C);

· or, type the command at the Command Line

You know a command has been accepted because the Command Line will change to tell you what CM needs next.

Starting a command will usually cancel any other command that was in progress. Some commands (e.g. endpoint and zooms) are designed to work inside another command and therefore do not cancel the previous command.

Cancelling Commands

To stop a command in mid process, press the “Esc” (Escape) key. The Command Line will instantly revert to “Command: ”.

Ending Commands

Some commands will continue indefinitely. For example, if you are placing a symbol, there is no limit to how many copies you can place. In these cases, you can either select another command or press the right mouse button to end the command.

Auto-Repeating Commands

If you want to repeat the previous command, you do not have to reselect its icon. Clicking on the right button repeats the last command, and is very quick to do.

Changing View

To get a better view of what you are working on, you can “zoom” in or out at any time, even in the middle of another command. 

Entering Points

“Drawing” commands (for example line, arc, box and circle) need points that define the entity (object). When CM needs a point, the Command Line will say “First point:” or “Next point:” and the cursor will change to crosshairs. Now you can

· place the point by eye, clicking at the desired location

· use a modifier (e.g. Endpoint, On or Midpoint) to pick a point precisely on another entity.

· Type an x,y co-ordinate. At all times the cursor co-ordinate is shown on the Status Bar.

· Type a co-ordinate relative to the last point entered. Relative co-ordinates start with “@”. For example, “@2,3” means “at 2 across and three up from the last point”.

· If a number is shown in square brackets on the Command Line, this is the default value. Right clicking will accept this value.

· Turn the snap grid on using the buttons at the bottom right of the screen and “snap” to a point.

Selecting Entities

“Editing” commands (for example copy, change and drag) require you to select the entities you want to edit. If the command can only affect one entity, the Command Line will change to say “Entity to edit:” and the cursor will change to a small “pick box”.

If the edit command can affect more than one entity at a time, you will get a series of dialog boxes to build your selection:
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· “Left click to select – right to end”. Left click on the edge of each entity you want to edit, right click when you are ready to continue. If you miss with the first click, the selection method automatically changes to “Window”. Selecting text is a special case because you must select on the text’s baseline. 

· “Window”. The Command Line says “Pick entities in window:” and the cursor changes to crosshairs. Click two corners of a “window”. Anything that crosses or is enclosed by the window will be selected.

If you press CTRL down while doing a Left Click or Window selection, you will de-select entities.

· “Same entities as before”. This selects the last entities you edited or drew.

· “All entities”. This selects all entities except those on “frozen” and “hidden” layers.

When entities are selected they are outlined in grey. When you have completed the first selection, CM gives you the “Modify selection” dialog box:
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If you select “OK – Apply edit now”, the edit command will continue with its own specific questions, shown on the Command Line.

If you select “Add to selection” or “Remove from selection” you will see the first dialog box again, allowing you to choose entities to add or remove. You can add and remove as many times as you like.

Layers

Everything in a CM map is attached to a named “layer”, e.g. “COAST/SEA”, “STRUCTURES” and “GAME MASTER ONLY”. Layers are like transparent, overlapping sheets which add together to make the map. By setting which layers are visible, you can customise a map for a particular purpose – without having to draw a completely new version.
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The current layer is the one to which new entities are added. It is shown in the Status Bar as something like “L:COAST/SEA”. To change layer settings, click the current layer on the Status Bar. You will see the layers dialog box.
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The grey highlight bar marks the layer you are about to modify. You move the grey highlight by clicking elsewhere on the list. In the example above, any changes are going to happen to the “MINERALS/MOUNTAINS” layer.

To make a layer hidden, click the white box to the left of “Hide”. A tick will appear in the box and the layer will be marked with a small “H” – meaning it is hidden. Click again to show the layer. You can not hide the current layer.

To protect a layer from being changed, click the white box to the left of “Freeze”. A tick will appear in the box and the layer will be marked with a small “F” – meaning it is frozen. Click again to thaw the layer. You can not freeze the current layer.

You can affect all layers at once by clicking the “Hide All”, “Show All”, “Freeze All” and “Thaw All” buttons.

If you want to change entities on a particular layer or layers, you can freeze all the other layers before performing the editing command. 

Colors

CM draws in 256 colors. You can select 24 of these by clicking on them in the left-hand color bar. Alternatively, you can call up the full color palette by clicking on the Color icon.
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The current, or selected, color is shown in a box at the bottom-right of the Select Color dialog box.

To change the color of something that has already been drawn, click on the “Change” icon, then click the Color Button. You can then select a color from the color bar, or right-click then select from the palette.

Line Style
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The current line style is the one in which new entities are drawn. It is shown in the Status Bar, for example “LS:Solid”. To change line style settings, click the current line style on the Status Bar. You will see the Select Line Style dialog box.
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To select a new line style, pick from the drop-down list, or from the scrolling list of samples, then click the OK Button.

To change the line style of something that has already been drawn, click on the “Change” icon, then click the Line Style Button.

Fill Style
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The current fill style is the one in which new closed shapes are drawn, and can either be solid, hollow or a pattern.

Boxes, polygons and circles are closed shapes, and therefore have a fill style. There is also a special kind of closed shape called a “Multipoly”. The Multipoly command is described in CM’s on-line manual, but its basic purpose is to take any number of entities and combine them into a single closed shape, which has a fill-style.

To create an area of solid color, you simply set the fill style to “Solid” before drawing a closed shape. The fill is drawn using the shape’s base color. To create an outline only, set the fill style to “Hollow”.

To change current fill style settings, click the fill style indicator on the Status Bar. You will see the fill style dialog box.
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To select a new fill style, pick from the drop-down list, or from the scrolling list of samples. Select the “This is the currently selected fill style” option, then click the OK Button.

To change the fill style of something that has already been drawn, click the Change icon and then click the Fill Style Button. 

Chapter 2 - Outdoor Maps

These tutorials are task-based. Each tutorial can be completed separately but, if you do them in the order they are given, you will create a map something like this.
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How to use these tutorials

1. Map Menu >> Coast >> Smooth Land means select “Smooth Land” from the “Coast” submenu of the “Map” menu (which would be a bit of a mouthful to repeat again and again)!

Starting Campaign Mapper

To start CM click on the Dungeon Master’s globe, then on the CM button. The first time you start CM, you see the Interface Guide, ready for you to print. Subsequently, you will see the last map you saved.

A simple out-door map

Starting a new map

1. File Menu >> New >> Map

You see a dialog box asking for the name of the new map. Select the Maps directory. The suggested name is “map”, but you can enter any filename you want. 

Setting the map’s background color

Because we are drawing an island, the background will be sea blue.

2. View Menu >> Background Color

The Command Line says “Select new background color [dialog]:”

Whenever you see a word on the Command Line in square brackets, e.g. [dialog],  it is what CM will do if you right-click (click the right mouse button) or press Enter. Here, CM is saying that if you right-click you will get a dialog box from which you can pick a color. Otherwise you can type the number of a color, or pick a color from the color bar.

3. Right-Click (click the right mouse-button)

You see the Select Color dialog box

4. Click on the lightest-blue color then click the OK Button

The background to the map is now sea-blue

Creating an Island
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Click the “Jagged Landmass” icon (on the top of the right icon bar)

The Command Line says “1st point:” and the pointer changes to crosshairs. CM is waiting for you to click in some points.

6. Click points to make the coastline of an island. Right click to finish.
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Each time you left-click, CM adds to the coastline. When you are very near to completing the island, right-click to close the coastline.

At any time, even in mid-command, you can use the “Zoom” icons to add greater detail by getting a closer view of the area you are working on.
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Click the “Outline” icon. It is near the bottom of the left icon bar.

The Command Line says “pick entities in window”.

8. Click (don’t drag) to place the corners of a “window” that crosses the coastline

The island is outlined in black.

Land that extends beyond the map border

To use our version, do File Menu >> Open >> Map >> “tutorial 01.fcw”.

9. Click the “Jagged Landmass” icon

The Command Line says “1st point:” and the pointer changes to crosshairs. CM is waiting for you to click some points.

10. [image: image20.png]


Click the “On” icon. It is mid-way down the left icon bar.

ON is a “modifier”. It places a point precisely on the entity you select. There are also icons for “Endpoint”, “Intersection”, and “% along”

Whenever CM asks for a point, you can use a modifier for absolute precision.

The Command Line says “entity: ” and the pointer changes to a pick-box. CM is waiting for you to pick an entity on which to place the first point.

11. Select on the south border of the map, where you want the coast to start

The first point is attached precisely to the border

12. Click points to make a coastline towards the east border

When you are near to the east border, click the “On” icon to attach the coastline to it. 

13. Click the “Endpoint” icon and select the border near the bottom right corner

The next point of our landmass is placed in the map’s corner.

14. Right-click to finish the landmass

15. Click the “Outline” icon

The Command Line says “pick entities in window”.

16. Click (don’t drag) to place the corners of a “window” that crosses the coastline

The island is outlined in black.

Colored Contours to show height

To use our version, do File Menu >> Open >> Map >> “tutorial 02.fcw”.

The “landmass” icons automatically set the current layer to “COAST/SEA” and color to green. Before drawing less common features, you must change these settings manually. In this example we will add a brown contour to the “RELIEF/CONTOURS” layer.

17. Click on the Layer Indicator (“L: COAST/SEA”)

You see the Layers Dialog Box.

18. Scroll down the layers list and click on “RELIEF/CONTOURS”

The gray highlight moves over “RELIEF/CONTOURS”.

19. Click the Set Current Button

A tick appears next to “RELIEF/CONTOURS”, showing it is now the current layer.

20. Click the OK Button
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The dialog box closes. The Layer indicator now says “L: RELIEF/CONTOURS”. Anything you draw will be added to the RELIEF/CONTOURS layer.

21. Click on the Color icon. It is in the lowest group of the right icon bars.

You see the Select Color Dialog box.
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Click on mid green (color #90), then click the OK Button.

Anything you draw will be in this new color – which is suitable for low ground.

23. Click the Smooth Polygon icon. It is on the left icon bar, in the second group of icons.

The command line says “1st point:”. Click points along a foothills contour.

24. Right-click to complete the shape

The smooth polygon closes, and the command line returns to “Command:”

25. Repeat the steps 13 to 16 for foothills then mountainous regions

Mid-brown (color #45) is good for foothhills. Green (color #43) is good for mountains. Note that the fill style is Solid – this means that your contours are filled with color.

Mountains

To use our version, do File Menu >> Open >> Map >> “tutorial 3.fcw”.

26. Click on the Layer indicator and change to the “MINERALS/MOUNTAINS” layer.

The layer indicator says “L: MINERALS/MOUNTAINS”.

27. Scroll down the Symbol Catalog and click on the first mountain symbol

The mountain symbol is now attached to the pointer.

28. Place mountain symbols in the mountainous areas

Wherever you want the symbol, click. Carry on until you have placed all the mountains you want. Change symbol at any time by clicking on a new symbol in the catalog. Right click to finish placing symbols.
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PLACING SYMBOLS
If you follow these rules, your symbols will always look good.

1. Place mountains and forests from North to South so that they more cover the base of the symbols behind.

2. Don’t use too many symbols. The most beautiful maps are not completely covered with symbols.

3. Don’t completely fill the contoured areas. Leave a gap between the symbols and the contour.

Bringing items to the foreground

29. Click on the Front icon

You see the Selection dialog box.
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30. Click the “Left click to select – right to end” button

The command line says “Select entity [0 picked]:”.

31. Click on a mountain that you want to bring to the front

You can see the mountain is selected because it turns gray

32. Right click to continue

You see the Modify Selection Dialog box. 
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If you click on Add or Remove, you return to the previous dialog box, and are able to change the current selection. If you click on OK, the mountain is brought to the front, overwriting the other mountains.

Rivers

To use our version, do File Menu >> Open >> Map >> “tutorial 4.fcw”.

33. To get a closer view, click the Zoom Window icon

[image: image23.png]


The cursor changes to crosshairs and the command line says “zoom window: ”. Click on two corners of a “window” around the area where the river will run. When you click the second corner, CM zooms in to that view.

34. Click on the River icon near the top of the right icon bar.

CM changes the current layer to “WATER/RIVERS” and the current color to blue. The command line says “1st point: ”.

35. Click points along a river, meandering from mountains

As you add each point, CM shows you what the smoothed river will look like. When you want to join the river to the coastline, proceed to the next step.

36. Click the On icon

On is a modifier. It works in the middle of any other command and puts the next point precisely on the object you select.

The cursor changes to a selection box and the command line says “entity: ”.

37. Click on the coastline

The next point on the river is attached precisely to the coastline. No matter how far you zoom in, the river joins the coast correctly.

38. Right click to complete the river

39. Left click to auto-repeat the last command

The command line says “1st point: ”. CM is ready to draw another river. Carry on developing your river networks.

Click on the line width indicator (“W: 0.00000”) to create rivers of different sizes. Line widths in the range 0 to 4 are generally suitable. There are different widths of rivers on the Map menu. To change the width of a river as it nears the sea, draw it in different sections of slowly increasing width. Connect each section to the section before using the Endpoint modifier.

Trees and Forests

To use our version, do File Menu >> Open >> Map >> “tutorial 5.fcw”.

40. Click on the Layer Indicator and change to the “VEGETATION” layer

The layer indicator says “L: VEGETATION”.

41. Click on the second tree symbol in the catalog – “Deciduous Wood”

The symbol is now attached to the pointer.
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DRAWING FORESTS
Forest symbols are positioned like mountain symbols are. You start at the North, and work South. The new symbol covers the base of the symbol behind it, giving a great 3D effect.

Tree symbols come in chunks, ranging from forest sized to individual tree-tops. You can make forests any shape you want by using a mixture of symbols.

When you place something on a map, it goes in front of whatever is already there. If you place forest or mountain trees out-of-order, they overlap in the wrong way and loose their 3D effect. After placing the symbols, you can fix any errors using FRONT from the left Icon Bar.

Use single trees (the ones with a shadow) along southerly edges.

Buildings (towns, villages, towers, etc)

To use our version, do File Menu >> Open >> Map >> “tutorial 06.fcw”.

42. Click on the Layer Indicator and change to the “STRUCTURES” layer

The layer indicator says “L: STRUCTURES”.

43. Select buildings symbols from the catalog and place them around the map

Remember, to change symbol just click on the next one you want to use. To get a better view you can use any of the zoom commands at any time – even in mid-command. To finish placing symbols, right click or start a new command.

Secret Buildings

44. Click on the Layer Indicator and change to the “GAME MASTER ONLY” layer

This way you can hide secrets from your players.

45. Select the symbol from the catalog and place it on the map

When you have finished placing symbols on the GAME MASTER ONLY layer you can hide the layer before printing to make a players map.

Roads

46. Click on the Road icon

CM changes the current layer to “STRUCTURES”, the current color to brown and the current line style to Road. The command line says “1st point: ”.

47. Draw a road between two settlements

The road appears in a dashed brown line.

48. Right click to autorepeat the last command

CM is ready to draw another road. Build a network of roads between your settlements. Instead of drawing lines through symbols, start and stop roads at symbol edges.

Click on the line width (W:) and style (LS:) indictors to change settings for different sizes of road.

Marshes and Swamps

You can create these using Swamp and Marsh symbols. But you can also fill areas automatically using Symbol Fills.

49. Select the Fill Styles indicator on the Status bar “FS: Solid”.

There are two types of fill style, Brush Patterns which are a grid of dots and symbol fills which are an array of symbols.

50. Select the Symbol Fills tab. Pull down the list box which says Fill Style Name

All the symbol fill styles are listed here. These include a variety of hex and square grids as well as swamp and marsh, etc.

51. Select Swamp 1 Sym. Select OK.

When you draw a fillable shape now, it will be filled with swamp.

52. Select the Smooth Polygon icon. Draw a shape on the landmass in the corner.

It is filled with swamp symbol

Labels (maketh a map)

Text labels make the difference between a good map and a great one. The font you choose for your maps makes a big difference to the final product.

To use our version, do File Menu >> Open >> Map >> “tutorial 7.fcw”.

53. Click on the Layer Indicator and select an appropriate current layer

For example, if you are labeling a forest, change to the VEGETATION layer.

54. Click on the text icon

You see the text dialog box. The Multi-line Button allows you to type more than one line of text. The Properties button sets the properties for this text only.

55. Type the text you want

If you want more than one line of text, click “Multi-line” (don’t click “properties” yet).

56. Click the OK button to continue 

You see a box representing the space the text will take.

· Hold down the “Ctrl” key and slowly move the mouse to resize the text

· Hold down the “Shift” and “Ctrl” keys together and slowly move the mouse to rotate the text

· Pick a new color for the text at any time, using either the color bar, or the color icon. Use colors with good contrast to the background, e.g. white text over green forests.

57. Click to place the text

58. Click the text properties icon

You see the text properties dialog box. Unlike the Properties Button on the text entry dialog box (which affects the current text only), any changes you make now apply to all subsequent text.

To load our final version, do File Menu >> Open >> Map >> “tutorial 8.fcw”.

Chapter 3 - Changing Entities

Changing an object’s layer, color, text, fill or line properties

59. Click on the Change icon

You see the Change dialog box
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60. Click the setting you want to change

You see the Select dialog box. Build your selection in the normal way.

61. Click the “OK, Apply edit now” button

The command line asks for the new value. In most cases, right click to select from the property’s normal dialog box.

Moving, scaling or rotating objects

62. Click the Drag icon

You see the Select dialog box. Build your selection in the normal way.

63. Click the “OK, Apply edit now” button

The command line says “Drag from: ”. CM is waiting for a starting reference point.

64. Click a point on the map

The starting reference point is now set. Any movement of the mouse now drags the object around the screen. A line from the start point to the current cursor position shows how far you have moved the object.

65. Reposition the object

You have the following options:

· Hold down the “Ctrl” key and slowly move the mouse for rough scaling

· Hold down the “Shift” and “Ctrl” keys together and slowly move the mouse to rotate

· With no keys down, move to drag the object to a new position

· Type a precise co-ordinate for the new position, e.g. @4,2 is at 4 across and 2 up from the last position.

· Use any of the zoom commands at any time

66. If you get lost

Particularly with rough scaling, it is possible to move the mouse too much and consequently scale the object so that it is far too big or small. If this happens, right click or press the Esc (escape) key to cancel the command.

Scale an object precisely

67. Click the Scale icon

You see the Select dialog box. Build your selection in the normal way.

68. Click the “OK, Apply edit now” button

The command line says “Scale by factor” followed by a number in square brackets. The number in brackets is the last scale factor used and the value CM will take if you right click.

69. Type in a precise scale factor

For example, to make something a quarter its original size, type “0.25” then press Enter. 

The command line says “Scale center”, followed by a number in square brackets. The scale center is the location that will not move.

70. Select a point for the scale center

Click on the scale center, placing it by eye, or set it precisely as follows:

· Right click to use the last scale center (the number in brackets)

· Use any of the modifiers (endpoint, midpoint, % along, intersection)

· Type a co-ordinate, e.g.10,3

· Type a relative co-ordinate, e.g. @5,4

· Turn the grid on and snap to a point

Erase an object

71. Click the Erase icon

You see the Select dialog box. Build your selection in the normal way.

72. Click the “OK, Apply edit now” button

The object is erased.

Undo an action

73. Click the Undo icon

The last action is undone.

Scaling and Rotating Symbols by eye

When you place a symbol, you can scale and rotate it before placing it. You can:

· Press the CTRL key and move the mouse to scale the symbol.

· Press CTRL+SHIFT and move the mouse to rotate the symbol.

· Press the arrow keys to align the symbol north, south, east or west.

· Press the right button for precise control over scale and rotation.

Scaling and rotating symbols precisely

When you are inserting symbols you get accurate control over their scale and rotation.

74. Select a symbol. Press the right button.

You will see the Symbol Parameters dialog box.

75. Select the Reset Scale and Rotation button

This resets the scale and rotation to the default values (no rotation, normal scale)

76. Type values in the scale and rotation boxes to set these values.

They will apply to all symbols you insert in this session.

Chapter 4 – City Maps

Do the Overland tutorial before attempting to draw cities.

A simple City map

77. File Menu >> New >> City

Give the drawing a name in the Maps directory. Save the map.

78. View Menu > Change Background.

Select the top color on the icon bar.

Drawing the road network

Don’t use the Overland map road icon for drawing city roads. These don’t look right on city maps.

79. Select the City Road, 20’ wide icon (middle left City Road icon)

The color has been set to grey, the layer to roads, the width to 20’. The prompt reads “1st Point:”

80. Select a point on the grey map border in the east.

81. Select a point on the grey map border in the west. Press the right button to finish the command.

82. Use the other road icons to create a road network.

You might notice that where the roads cross the map border, there is an unsightly overlap. This is easily dealt with. There is a dark grey border on the Map Border layer. Select the LAYERS indicator, make Map Border current then select Edit >> Front. Select All Entities, OK. The Map Border layer has been brought to the front, obscuring the roads. Remember to unfreeze the layers after.

Adding paved areas

When you finish drawing a feature like a road, the fill style, width and color all remain as that of the feature. Any entity you draw now will have those properties.

83. Select the Line Width icon. Type 0 in the box

If you don’t change the line width, the areas you draw will be outlined with a wide border, rather than filled.

84. Select the Box icon. Choose two points representing a Square.

When you‘ve finished adding paved areas, you need to hide the area where the roads cross the border city borders.

85. Select the Layer indicator. Highlight the Map Border layer. Select the Freeze box to thaw the Map Border Layer.

86. Select Edit >> Front. Select Left Click to Select – Right to end. Select a point on the edge of the dark grey Map Border.

Adding buildings

Select File >> Open >> City >> Tutorials\Tutorial 09.fcw to use our example. You can add symbols to city maps in the same way that you add them for overland and dungeon maps. There is a quick way of setting the symbol angle so that it lines up with a road.

87. Select  City >> Lock Symbol Angle. Select a point in the middle of a straight road

The next symbol you place will now be angled so that it will line up with the road.

If you find that the entrance to the building is facing the wrong way, select Lock symbol Angle again then select the opposite end of the road. Now the angle will be correct.

88. Select another symbol and place it along the road. 

CM has remembered the angle from before.

Lock Symbol Angle doesn’t work on curved roads – you’ll have to do these by eye. Use CTRL + SHIFT to rotate the symbol so that it looks right. Release CTRL + SHIFT, move the mouse then place the symbol.

Adding walls and hedges

Select File >> Open >> City >> Tutorials\Tutorial 10.fcw to use our example.

The city symbol catalog has certain symbols such as hedges and stone walls that can be tiled together. Campaign Mapper lets you make sure that these keep in straight lines or at an exact right angle.

89. Zoom into a window around the Church symbol in the south.

You are going to add a hedge around the church.

90. Select the Hedge, 20’ Symbol from the catalog. 

If the symbol is not straight, press the right button then reset the scale and rotation.

91. Place a hedge symbol to the north west of the church.

Campaign Mapper can ensure that the next piece of hedge lines up with the last one.

92. Depress the Ortho button at the bottom right of the screen. 

Ortho means “lock to right angle”

93. Move the mouse around.

Because Ortho is depressed, you can only move along right angles.

94. Place a hedge next to the first on. Place a few more until you have created the north hedge.

The hedges don’t have to join perfectly, as long as they overlap.

95. Press the DOWN arrow key. 

This rotates the symbol to a north/south orientation.
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Use the symbol to form a corner. Place more hedge symbols southwards.

97. Press the LEFT arrow key. Form the south of the hedge. Repeat this for the west.

Remember to leave a gap to let people in!

You are not limited to the compass points because of Ortho. You can use Ortho to create right-angled hedges then use DRAG to rotate them to any angle you want.

Symbol fills

You can fill areas with symbols by using symbol fill styles. These can be used to create grassland, marsh and other terrain types as well as roof patterns and cobblestones. They look better on a solid color background.
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Select the Solid Fill icon. Select a light green color. Make the line width 0.

You are going to create a green, grassy area in the center of the Square.

99. Select the Box icon. Draw a box in the center of the town square.

You are going to make this green area grassy.

100. Select the Fill Style indicator “FS:Solid” then the Symbol Fills tab. Pull down the list box then select “Grass Sym”

You could now just draw a box over the existing green box. However, there is another way that you might find useful for shapes that are more complex.
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Select the Copy icon. Select Same entities as before, OK.

You are making a copy, then changing the fill style of the copy to Grass Symbol. The prompt reads “Copy From[0,0]:” 

Campaign Mapper wants to know where you are copying from. Usually when you copy objects, you want the copies to be in a different location to the original. In this case, you want the copy to be in the same place as the original. The “Copy from:” and “Copy to:” points must be the same.

102. Press the right button to accept the default (0,0). Type 0,0 at the “Copy to:” prompt then press ENTER.

You have made the “From:” and “To:” points the same – ensuring that the copy lines up.

103. Press the right button to stop making copies. Select the Change icon. Select Fill Style.

You are now going to change the fill style of the copy to Grass Sym.

104. Select Same entities as before, OK. Press the right button. Select the Symbol fills tab then select OK.

The fill style of your copy has been changed to match the current fill style, Grass Sym.

105. Select Redraw.

Chapter 5 – Drawing Dungeons

Dungeons need to be more accurate than overland maps. Campaign Mapper has a number of tools to make this easier, the first of which is Snap. Snap forces all selected points to lock to a predefined snap grid. This can be turned on or off at any time.

Walls

Straight edged walls

Walls are the basis of all dungeons and floorplans. Walls quite often follow perfect right angles, and it is here where snap comes in most handy. 

106. File >> New >> Dungeon. 
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Note that the snap and cursor snap buttons are pressed down. Cursor snap locks the cursor to snap points. When snap or ortho is on, cursor snap makes cursors “jump” to snap points instead of moving smoothly over the screen. 

107. Select the Wall, Normal icon. 

This draws a 6” wide, black, solid filled wall on the Walls layer.

108. Draw a series of points.

Notice how the cursor “snaps” to the snap grid points.
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Without canceling the command, right click over the Snap button.

110. Scroll down the list then select 1’ Grid, 1 snap, OK. Zoom Window into the area you are drawing.

The choice of grid systems available gives you precise control, even close up.

111. Draw some more points. Turn Snap off. Draw some more points.

Curved Walls and Corridors

Select File >> Open >> Dungeon >> Tutorials\Tutorial 12.fcw. We are going to draw the crypt beneath a church. First we must draw the northern wall of the crypt, which is curved.

112. Select the Thin Wall icon then press the right button to cancel it.
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Although you are not drawing a thin straight wall, selecting the icon then canceling it will set the line width, color, fill style and layer correctly.

113. Select the Arc icon. Select point A, then point B. Move the mouse around.

The cursor is anchored to the two selected points. As you move the cursor around, it shows all possible arcs that fit these two points.

114. Select point C.
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The arc is complete. Now you will draw a curving secret corridor leading from the wall of the crypt.
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Set the line width to 0. Select the Smooth Path icon. Select a point on the wall near D. Draw a series of curving points heading towards the west map border. When you reach there press the right button.

You are going to make a copy of this curve, set off to one side to make a perfect corridor.

116. Select the Offset Many Walls icon. 

The prompt reads “Distance[0.25]”. CM wants to what distance you want the copy from the original.

117. Type 5’ then press ENTER.

The prompt reads “Chain entity:” CM is asking you to select a linked “chain” of entities.

118. Select the curved corridor. Select the north side of the corridor.
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The two ends of the curved corridor don’t line up with the map border and wall. You can edit each node of the curved corridor to deal with this problem.

119. Select Dynamic Edit. Select the end nearest the wall. Select a point on the wall. Press the right button. Repeat this with the end nearest the map border.

Doors

Select File >> Open >> Dungeon >> Tutorials\Tutorial 13.fcw to use our example.

The snap value has been set to 1’ Grid, 1 Snap
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CM dungeon symbols are designed so that if you place them without rotation, they will look correct against the east side of a west wall.  In this way, you can use the arrow keys side of the wall you want to align to. For example, if you wanted a bed that started a north wall and came south, you would choose the symbol then press the down arrow.

120. Scroll down the symbol list then select the Door A symbol. Select a point on the wall at A. Make sure that the cursor aligns with the wall before selecting the insertion point.

The door is positioned in the correct place on the wall.

121. Use the arrow keys to angle your doors for placement at B and C. Place them.

Arrow keys are fine for most doors. The door at D however, will be at an unusual angle. Snap affects how symbols scale or rotate when you use the SHIFT + CTRL or CTRL keys, so you need to temporarily disable snap when rotating symbols to unusual angles.

122. Select the SNAP button to turn Snap off. Select a door symbol, press CTRL + SHIFT then rotate the symbol until it is aligned correctly. Release the SHIFT + CTRL keys, move the mouse slightly then place the door.

123.  Set the Secret layer current.

You are going to place a secret door leading to the curved corridor.

124. Select a secret door symbol, press the right arrow key to align the symbol, press the CTRL key then shrink the symbol slightly. Turn SNAP on then place it.

You can hide the secret layer before printing to hide parts that you don’t want players to see.

125. Place another secret door at F. You can use the key symbol to show it is locked

Other symbols

Select File >> Open >> Dungeon >> Tutorials\Tutorial 14.fcw to use our example.

Other symbols are easier to place than doors, just select, rotate if necessary then place.

126. Select a Stone Stairs symbol to show the exit to the crypt. Place coffins, sarcophagi, and other appropriate symbols.

You can also add shapes of your own to represent other features.

127. Select the Fill Style indicator “FS:Wall”. Select Solid fill style.
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You are going to add some solid filled columns.

128. Zoom in until you can see the grid Make sure that SNAP is  on. Select the CIRCLE icon.  

The prompt reads “Center:”

129. Select a point on a snap grid point. Select a point on an adjacent snap grid point. Zoom Extents.

You can use Copy to place this column where you want it.

130. Select the Copy icon. Select Same as Before, OK. Select the center of the circle at the “Copy From:” point then select other points where you would like the columns to appear. Press the right button to finish.

If you draw useful shapes, you can copy them between drawing using the clipboard. You could also paste them onto a blank drawing that you use as the basis for future maps.

Advanced - Filling the background color.

Although Campaign Mapper does not have a flood fill command, you can still fill complex areas with color. Let’s say you want a grey background to the dungeon, and a white foreground color.

Select File >> Open >> Dungeon >>Tutorial 15.fcw. A copy of the crypt has been placed north of the maps border.

 In order to fill an area with solid color, you have to create a shape with an unbroken boundary. Campaign Mapper has trim commands to help you do this.

131.  Select the LINE icon. Select the Endpoint icon. Select a point on the curved corridor near A. Select the Endpoint icon again, select a point on the curved corridor near B.
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Use the ERASE icon to get rid of lines E and F.

133. Select the BREAK icon. 

The prompt reads “Entity to break”

134. Select a point just south of C. Select C then D.

A gap has been broken.

135. Press a button to repeat Break, the break a gap between I and J.

The room at G and H was not drawn so that it attached correctly to grid points. You will have to break between the endpoints of G and H.
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Press a button to repeat Break. Select a point on the curved wall (not where the gap will be). Select the Endpoint icon, select a point near the end of G. Select the Endpoint icon, select a point near the end of H.

137. You are now ready to fill the shape. The Fill Style needs to be Solid, the Line Width 0, the color to 15 (white), and the layer, User Layer 1. 
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Because you are going to make a white background color, you won’t be able to see the shape against the white background of the screen and the white background of the template. You can change the screen color – this doesn’t affect prints.

138. Select View > >Screen Color. Select color 29. Select View >> Background color. Choose Light Grey. Select the multipoly icon.

Multipoly combines entities into one entity in the current layer, color, fill style, etc. This enables you to fill more than one entity with color.

139. Select the walls of the boundary you have created. Exclude any text.

You now have a filled shape. You need to move it back to where it was, then send all the doors, walls and other symbols to the front.

140. Select the DRAG icon. Make sure Snap is ON. Select a point on the multipoly on the south west corner. Select the same point on the walls of the crypt.

141. Select the LAYERS icon. Set the Walls layer current, freeze the User Layer 1.

This is the layer that the multipoly is on.

142. Select FRONT. Select a window around the crypt and other symbols.

They are brought to the front.

Final Word

This tutorial has only scratched the surface of what Campaign Mapper can do. See the help file for more info, or ProFantasy’s web page for details of Campaign Mapper and Campaign Cartographer.







